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7, JUST AS YOUN 
WILL NOT SIOP 
THE BEASTS OF 
BOGARDAN FREON 
TEARING YOU 
LIMB FROM 
LIMB.“ 
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173 OVER, 
SEOIT! 
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YOU DON’T HAVE 
A PRAYER OF STOPPING 

NY ARANMES FROM 
MARCHING ON YOUR 
BELOVEP EFRAVA.. 


DON’T COLINT 
YOUR MORNE BEFORE 

THEY'VE BLOWN, 
~ JOHAN... 
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wil LL BE 
THE ONE DOING 
THe 7EARING... 


ANZ WHEN 
T FINISH \NITH 
YOUR O64. 


LM COMING 


wt 
( coe you’ 
| >. 


Py WERE a a 
UST AROUN ' } ; . 

Te 3 : YOu"? 
THE COMMER, phe 


AVIRA... be! : taba! 
‘ : HUNPING... 


ENOUGH YOU 
| LET CATBOY | 
£\ OUTOF YOUR 
"SIGHT! 


THERE WAS 
NOTHIM' L. COULP 
Dor HE JU6T 
Tp, CHARGED OF! 


. 
] AND 1 AWEW WE'? 
NEED WELP IE WE WERE 
: GONNA TACKLE 
TIRASIAN SOLVERS! AUG 


af 


> Le 
wOUESS YOUR OL’ ¥ 
BUYVY JEVIT, PIPNT 
NEEV HELP AFTEK ALL: 4 
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wWA4 


SW 


AVIRA, WILL 
YA LOOKIT 
THAT.” 


\\, 

= if . 
LiL BE Juét : r 
Q MOMENT, \ in’ BOYS, IT 

: \ :; LOOKS LIKE WE 

FOUMO THE 
LATEST ADDITION 
10 THE ROBARAN 


¢ 


MERCENARIES! 


495.) 


NEITHER 


VIP I. i Nyy 
| / OVE \1 A REST, 7 
/ GENTLEMEN, WE 
NEED TO GET JEDIT 
BACK TO THE SHIP 
HS WOLUNES NEED | 
ATTENDING, 


YOU BACK THERE, 
JEVIT. L NEVER 
THOUGHT YOU 

» COULD BE $0... 


- FEROCIOUE! 


AND THEN WE'LL HAVE 
OUR NEW RECRLI(T 
FILL US ALL IN ON WHAT 
THE PEVIL'S GOING ON! 


Unbeknownst to the 
Mercenaries, Johan has 


redonned his face™..and (P1075 ! THEY CANNOT WEALTA BONG TO 
watches from. the. shadows. ty BEGIN 10 UNDERSTAND SUPPORT EWPLESS 
‘ <M) THE CAT MANS PLIGHT. Sere EGE MERITS: 
Rl PETTY BIGOTRY AND MY BEAUTIFUL CITY” 
RIVICLILOUS MATTERS aS TURNED 10 ROTL 
OF GEOGRAPHY HAVE Lf 
KEPT TIRRAS AND BRYCE AT yo 
WAR FOR CENTURIES, 4 : 


I AM TRLILY SORRY, 
OJANEN, BUT I WILL GO 
WHATEVER (T TAKES 
TO END THIS CONFLICT 

AND REBLIILP TIRRAS! 


EVEN \F IT MEANS 
DRAGGING YOUR PEOPLE\ 
OUT OF THEI IDYLLIC 
SUNGLE, AND INTO THE 

HARSH LIGHT OF THE 

MOPERN ACE. 


Dd 
“WHAT'S GOING OA, JEDIT? 
WHAT'S YOUR ARIEVE’ 
JOWON, REMLLY UP TO?" 


“MY HOME IS (ISOLATED 
FROM THE REST OF THE Sif 
WORL? BY THE SuKUeVIA, Ry 
OR DESERT,’ AS YOU CALLIT, |ui - Vy 


“EROM THE MOMENT GY 
| WE VENTURE FROM THE j 
LITTER, A CLB 6 TaucHt HH 


THAT EFRAVA [6 OUR 
ENTIRE WORLPE ! 


oo ~ f, 
“THREE YEARS AGO, MY 
FATHER LEFT EFRAVA TO 
PROVE THAT THIS WAS NOT 
60. WE HAVEN'T HEMRE 

FROM HIM SINCE.” ff 
(EF 


Y I DON'T THINK IT WAS 
4 COINCIDENCE THAT 
f JOWAN STUMBLED ONTO 
MY LAND. HE SAID HE 
WANTED 10 USE EFRAVA 
h 05 A WAYSTATION FOR 
TIRASIAN TROOPS IN HI6 
ITH BRYCE, 


EA Www cree econ 
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SRNEN: 


sh WO 
% Bee, 
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TIRRAS AND BRYCE 
ARE LOCATE ON 
OPPOGITE SIVES OF 
THE DESERT, HUGE 
ARMIES CAN'T SURVIVE 
THE TREK. BELIEVE 
ME, WEY 'VE TRIE | 


) ATTACK HAS BEEN THE 


AN? WITH THE RIVER THAT CONNECTS 
PISCOVERY OF MY \ a THEM. BLT PALMYRA IS 
HOMELAND, JOHANS 43 NOT TO MENTION SMACK INTHE MIPPLE-- 
FOUND HIMSELF A WE MAY NOT THE FACT THATOL" ANP THE RIVER IS 

HAVE A CHOICE, HAZEZON AND HIS HIGHLY DEFENSIBLE... 


WAY TO ENE THE 


\ STALEMATE f ZL 


’ IVE GOTTA GO 


STRONGHEART, IF 
JOVAN LAUNCHES 
A FINAL GAMBIT IN 


PEOPLE WILL BE 
CRUSHED \N 
THE CROSSFIRE 


THE DESERT, WE 


HOME... WARN NY CAN BE Put Our 


PEOPLE! APIRA, 
WILL YOU HELP Me? 


CAN'T LET 
OL’ HAZEZON 
DOWN, CON WE? 


BRING YOU BACK TO 
EFRAVA, JEV\T. WELL 
EVEN GIVE YOUR PEOPLE 
ALL THE S¢/PPLIES , 
BUT THEN WE'RE 
OUT OF THERE...T 
WON'T LET MY MEN 
BE SLALIGHTEREP 
ONASWICICE } 
MIESION. 


—— Cx YOU BE 
IN THE NAME OF THE RTAIN, SIR? 
CENTLE AN? VENERABLE \ | COULD THESE CAT 

KING TERIMUND, Mak \| “OPE BE 

THIS DAY AS THE FIRST HIVING A 

OF THE LAST FOR THE opr del} Ab 
CITY OF BRYCE. J POWERFUL AS 


OURS 7 


Se 
i 7 THE FILTHY ® 
: ANIMALS 
YOUR CONFIDENCE \ WILL NEVER 
WOUL? BOLSTER KNOW WHAT 
THE KING--IF HE HIT THEM! 
KNEW YOU HA ME : 
bal tHe ENTIRE 
\XTH FLEET IN 
T 1 Af HAVE FAITH, 
HE FURST PLACE! ff NE ONCE 
WE'VE RETURNEZ 
TRIMPHANT : 
To TiIz2aS,rou | / PERSONALLY, 
CAN BE CERTAIN |/ 1 FORSEE a 
THERE'LL BE... 
PROMOTIONS FOR A NEW 
FOR US ALL. COUNCILOR 
6 \ OF WAR. [ SOLPIERS OF 
| J — TURRRAS-- WE ARE 
IF YOU'LL JUST of \ GLORY BOLINP! 
owe METHE \) a CULT 
FINAL 
COORPINATES, 


WE'LL BE ON 
\ ouR way! 


WEEP. THIS QUAINT 
ITEM GUIDE? ME 
THERE ONCE, IT WILL 
CLUPE NE : 
AGAIN. 


IM TELLING 
YOU, HUNZING, 
EFRAVAS GOTTA 
BE OVER THAT 
DUNE! I CAN 


MY FATHER 
WOULDN'T LIé To 
ME! THE STONE 
16 PULLING ME 

Towary THAT 
NE 


TOO! IN FACT, THE 
WHOLE PESERTS 
: NOWHERE ! 


YOU'VE BEEN 


I VON'T CARE 
WAAT YOUR 
FATHER TOLV You 
ABOUT THAT PAM 
TALISMAN. IT 
JUST AIN'T 
WORKING. 


THE HEAVY AT/MERAL 
CONTENT '‘N 
THE SAND! 


Oe, 


GONNA WORK, 
EITHER! 


| “WHAT WAS THAT YOU 
WERE SAYING, MY ALL- 
KNOWING ANY SOME- 
‘WHAT LES$-THAN- 
SMOOTH- SKIN?" 


LP The outekirks  - 
i LLL BE 
‘ ( ‘ RIGHT THERE, 
_ ie 
" MEY, JEPIT/ 


HUNTING! fo WAIT’ 

ong ice oe ine 

POW ie ' 
GO 


THAT MUST 
7A 
SITUATION! 


S'ALL RIGHT, 
"VIRA-- EFRAVANS ‘ 
ALWAYS LAND Bee 
ON OUR FEET! 


WE CAME \ THEY'RE LIKE 
‘ERE 10 HELP CARRION ANTS 
ANV THIS \6 F H 364 ONE OF EM SHOWS, 

; How Ya : ANV THEN THEY COME 
TREAT US! IN PROVES / 
i] ae 


Ya > : 
UNGRATEFUL 


ANIMALS / TLL 


PTuERES 100 NJ 
MUCH AT STAKE 
Ei hes ARE MY TO BE FIGMTING | 
ERIENDS im " passr ete a 
e THEY'VE COME 7 
TO HELP US! « 


J SO THE WAYWAEP 
CUB RETURNS TO THE 
CEN. NHAT MANNER 
OF PEATH HAVE YOu 
BROUGHT LIPON Your 

PEOPLE, OJANEN? 


a 
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met 
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Deo cee Universe to the 
c book world! 


fliam King and Jett Gonner 
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just Put 
YOUR MEN AT 
CAGE, RUKO-- 


TLL EXPLAIN 


Her etre 
tel{ the story... 


wm NZS leaving, 
he knows he may 
never ee her again. 


WHATS THE 


PROBLEM, 
, CAT MAN? 


Er... MOTHING, 
AVIRA, YOU CAN 


SHIP FOR t 
PEPARTURE x Guess. 


YOU MADE THE N 
TOUGHEST ered 
DECISION OF YOUR 4 

WE HAVE To 
BOLTEV CUT INTO. 
THE DESERT AND 
SAVEP JOUANS 
LIFE, MY FRIEND 


and 


IF YOUR PEOPLE HAVE 
HALF YOUR TIGERS 

HEART, JOHAN AND HI6 
HENCHMIEN GON'T 
STAND A LHANLE! 


BESIDES, A FEW 
OF THE GUYS HAVE 
OPTED 10 S74Y’ 


Hes 
ONE OF WHICH * 
WOULV BEL, 
HUNCING 
GTJORWERSON, 
NOBLE FRIEND 
FIERCE WARRIOR | 
-ANV CAT ff 


Bs p YOU'RE ALIVE! THE 
SAGES ALL PLACED You \ 
PEAD AT THE THIe? 
A DUNE-A VICTIM OF 
THE PREVATORS AND 


SCAVENGERS, 


PERHAPS OUR EARS 
WERE MIITE-RIPPEN 
uDEAFENEP BY 
THE SOUND OF OL 
OWN SCRATCHING, 


: ") —_ 


HAVE FEARED Ar y ..ANV HE 
MUSATA-- YOUR BROUGHT MORE 
SON HA SMOOTH SKINS ‘ 
RETURNED... WITH HIM'THIS & 
TIME 1 SWEAR 


SILENCE! 
ALL OF YOU! DISRESPECT 
MY FAMILY OME MORE 
| 7ME ANU IT WILL BE 
YOUR HIVES HANGING 


; N 
MAYBE NOT’ 
THERE'S 
SOMETHING 1 
HAVE TO TELL 
ees YOU, MOM... 


WAND I 
THINK YOu 
MIGHT WANNA 

S/T ZOWN. 


The following 
three days were WHat I WOULD 
the grimmest ) OVE AMESE FOR, 


in Jedit Ojanens See THAT 10 BE TRUE, 


fife. And then... fo rete | LIKE A > CAN You 
, OF AN 
LanKAdR§ atte | \ SEE TREN, 
END OF THE Bey 


poews 


YEAH, 1 SEE ‘EM. OUR SMOCOTH- 
11S JOMAM ALRIGHT SKIN WEAPONRY 
--ANV HE BROUGHT IS REAVY, TRAITOR 
AN ENTIRE ALEET re THOUGH WHAT 

OF 7/RAG/AN PLIRPOSE \T SERVES 
BATILENAUGHTE 16 STILL A MYSTERY! 

WITH HIM! ne ; 


L0RP SOM MK -- 
INCOMING! & 


HARP TO 
PORT. 
BATTLE- 
STATIONS! 


WHATS THIS? 
WE ARE 
PELLGEP NOH 
RAW MEAT > 
ARE THEY 


CAPTAIN-- TAKE 
WS CKY WARD! 


IMMEDIATELY! 


a, 44s’ FG 


Ape 


SEs Say — 
ae ec “See 


(IMPRESSIVE. 


Bene oF 


THIS WOULD BE 
HAPPENING \F 
JEVIT HAV JUST 
LET THAT WIZARV 
PIE \N THE 
SAND’ 


j MAYBE IF YOU 
WAISKER-FACES HOV 
LISTENED 10 HiI6 FATHER 

THREE YEARS AGO, NONE 

OF THI6 WOULD BE 

HAPPENING / 


THI6 16 MOT 
THE TIME FOR 


nan 
WHAT'S YOUR 
POINT? VT \ 
ONLY BY? WHAT J 


HE THOUGHT 
WAS RIGHT. 


LE-- FON 

A THREAT THE LIKES 

OF WHICH WE 

HAVE WEVER fl 
SEEN! 


THE CHOICE 
RIGHT NOW 16 
S/IMPLE-- MOUNT | 
UP AND RIDE 
WITH US... 


SIZ, THE WORMS 
HAVE BEEN DRSTROVED 


AND OUR LOOKOUT 
REPORTS CAT WARRIORS 


; YOUR FIRST STRIKE 


BUT OU FLEET IN BATILE FORMATION Wee oe 
TRENGTH 405 BEEN J\ ON THE RIPGE TO bi pte oe 
or OaTIN Maver STARBOARD! OJANEN-- BU 


FAILEP TO DELIVER 
QO KILLING BLOW: 
WARRIORS? 
T THINK WO7. 


LET US SEE 
HOW 4Z/2 AND 

BOWE FARE 
ae ag 


SAVIOR MUST 
AN HAVE FOUNV A 
Khe WAY 10 WARN 


RELEASE 
THE GRANITE 
GARGOVLES! 


Py SO ITAL o 
comes vown [ay 
D> TO THIS, g 


AM NOT AFRAID 10 HE 

BUT PLEASE GLIIOE NY 

PEOPLE SAFELY THROUGH| \ Fa | 

THIS MESS IVE Gotten) 'Y 
THEM INTO... | >, 


, \ 
TERENT AMESE, I 


2 hp 
AND TAKE | 
CARE OF MY - 


YY Hines. 


—~U TOUGHER THAN 

STONE! GOTTA 
Use ALL MY 
STRENGTH! 


MY MEN ARE BEING 
SLAUGCHTERED! WE 
4 GOTTA FO SOMETHING. 
GOTTA TAKE THE BATILE 
70 JOHAN! 


LETS FIM/ISH Wf Sil, 10 THE 

THIS, CAPTAIN, ‘ REAR-- THEY'RE 
TAKE THE [QW APPEARING OUT 
FLEET NN. OF WOWHERE-- 


WARRIORS / 


YOU WERE 
. VABBLING IN 

MWVISIBILITY Cf MAGIC, ‘eA. 

SPELL WORKEV s \ 


LUSTENE? 
MORE OF TEN-7 


HOW CAN 
YOU GO THIS? 
. HE TRUSTED 
YOU,’ at 


\¥ wHa--? THE 

|| SANO WARRIORS 

1A =-COMING TO OUR 
MP? WAY 7" 

EV TO MOUNT 
ONE OF THESE 

1 FLY/M’ ANIMALS 

Bo. ANV GET OWT THERE! 7 


D> 


YY S$ 
HAV TO EXPLAIN 
JO HIM THE MOST 
SAP ORTANT 
FACT OF LIFE... , 


> AVIKAS 
YOU CAME BACK: 
LT WONT ALLOW 
YOU TO DIE IN 


Phy) 
Ltt TEAR YOU 


ACART ANC CLAW 
THE EYES FROM 


SALRIGHT, ™ 
M'FRIENZ... WHEN 
YOU LIVE MY LIFE 

«+ VEATH COMES 

NATURALLY. 


AND TELL... We 
HAZEZON...HE Fhe 
_ WASAN. g 

(WiBecive x! 


Hmm. TWO 
FOR TWO. FOR 
A SORCERER, 
IM PRETTY 
GOOL..ARENT 17 


NOW, TIZZAS 
WILL SURVIVE... 
PROSPER! 


WE WOM" 
THE BATTLES 
OVER. 


I VON'T 
THINK 40, 
HUNPING, 


(18 ALL RIGHT 
TO FEEL REMORSE, 
YOUNG ONE. ALL | 
COOP LEAVERS BEAR | 
IT QUIETLY, IN THEI2 
HEARTS. 


YOU ARE A GOOV 
LEAVER. 50 WAS AVIRA 
--GHE'V BE PROUD 
OF YOu. 


I\W_ THOUGH FoR A 

Y BRIEF TIME I WAS 
HER MLIGBANE, 
THATS AN HONOR 
IM AFRAIV L NEVER 
EARNED FROM HER. 


GO BALK TO YOUR 
VILLAGE, JEVIT. TALK 

YOU PEOPLE... MEAL 
OLV WOUNDS, BE THE 
SACL, WHERE 1 WAS 


FOOL 
te 
PS TLE AOE 


> AVIRAS DEAE, NY 
12006 DECIMATEP:.. 
J FOUN? OUT MY FATHER |X ) 
SUFFERED AT THE HANDS 
OF € MACMAN.. 


y A 
ij 


SURVIVAL? WHAT 
ABOUT MY COUNTRY? 


YOU ACT LIKE 
YOU'RE BETTER 
THAN US--CALL 
US BEASTS -- 
WHILE YOU CARVE 
OUT THE INSIDES 
OF LIVING 
THINGS ANV 
TURN THEM IN- 
10 YOUR ALEET 

WITH MAGIC 


SEE JUST WHO 
THe AMIMAL 
REALLY \6! 


LIKE FATHER, 
LIKE SOA, EH JEDIT? 
VOB THIS MEDALLION 
LOOK FAMILIAle 7? 


YOU TALK WITH ALL 

JAECERE FIERY CANGOR 

--AT LEAST UNTIL I BEAT 
IT OUT OF HIM! 


YOU SHOULD BE 
PROUP OF HIM, OJANEN 
YOUR PAPA NAS EVERY 

BIT AS WAIVE G6 YOU. 


FOOL! TLL TAKE 

YOU WITH ME / 
y TWILL NOT 
QIE ALONE! 


YOU LET YOUR 
EGO CLOUV Your 
MIN? OF ONE OF THE 

MOST (/MPORTANT 
\ FACTS OF LIFE... 


I AM THE 
VICTOR! 


EVEN IN PEATH, | 


The following night J / Petal WILL WE 
f i hie e/a q USAT? 
deep within the as THE VILLAGE eines 
Eicon. Junie j A IOI TRAITOR OUS, 
in tt ‘ THE OTHER HALF THINKS 
HIM @ HERO. 


I'VE Mave MY 
PECISION, 
MOTHER. OUR 
VILLAGE HAS BEEN 
DIVIPED FOR 
TOO LONG. 


IM GOING TO 
LEAVE WITH THE 
ROBARAN 
MERCENARIES. 


i 

THE FET OJANEN 

: SACRIFICED WINGELE 
| 10 TERRENT AMESE 
\ FOR HIS PEOPLE. You 
HAVE DONE THE SAME. 


1M VERY 
PROUV GF YOU, 


THIS ON JOHAN MY CUE... 


16 HE'S STILL BUT I THINK YOU 

ALIVE, LVE ARE KIGHT. \T IS 
\ GOT TO FING en BEST FOR YOU TO 
¢ HIM. y ‘\ LEAVE EFRAVA. 


AT LEAST 
FOR A LITTLE 
WHILE. 


The reasons behind Jedit’s leay- 
ng his fellow Cat Warriors and 
joining the Robaran Mercenaries 
have long been a source of specu- 
ation among players of Magic: 
fhe Gathering. For some reason 
erhaps because of Mark Poole’s 


Magic fans. Already we’re get- 
ting plenty of mail thanking us for 
_ revealing tantalizing bits about 
_ where the Cat Man came from and 
_ why he left. 

The Legend of led Ojanes 
takes place roughly 300 years after 


the Nature Goddess Freyalise cast _ 


_ her Worldspell, healing the Shard 
and precipitating the end of 
ominaria’s Ice Age. 
This was a sort of twilight time 
on the continent of Terisiare, 
__where vast deserts emerged from 
under glaciers, and city-states like 
Tirras and Bryce struggled for sur- 
vival. lt would be another several 
hundred years before the world 
was warm enough for Dominaria’s 
wizards and sages to make their 
pilgrimage to Minorad in 
_Corondor, That fateful moment 
would mark the first year of a new 
age...and start the cycle again. 


THE FACES BEHIND THE MAGIC 
Kenn Bell - Writer 


“We got nearly a dozen plot sub- 


~ that was just from industry profes- 
sionals!” said Armada Line Editor 


_Jeff Gomez about Kenn Bell’s dis- 


covery. “Kenn worked here at the 

_time as one of our computer 
_ graphics pros. He handed me his 
_take on the character, and I figured 


pelling card artwork), Jedit 
seems to capture the imagination _ 


/ missions for 7) oer —and 


what the heck! When Wizards of 
the Coast told me they approved 
his story, it was like hitting the 
lottery!” 

Kenn says of his experience, 
“I picked Jedit because he looked 
like such a_ neat character. 
T thought that | could do some 


really fresh stories with him and 
take a different direction than 
- most Magic books. | didn’t neces- 


sarily want to do the expected 
sword and sorcery type stuff. 
I wanted to create more of an epic 
and really draw the reader into an 
adventure as it unfolded.” 


David Boller - Artist 

If you've enjoyed the richly 
ilustrated work in © | jones, 
hats off to penciller AND inker, 
David Boller. David's work came 
to Armada’s attention through 
a mutual acquaintance—the 
Brothers Hildebrandt! David does 
most of his work out of a studio 
that he shares with the famous sib- 
lings, Greg and Tim Hildebrandt. 
You might have seen their collabo- 
ration in the daily comic strip, 
“Terry and the Pirates’ which 
David inks. Prior to Jedit Ojatca, 
David's work has been seen in 
titles ranging from Marvel's Night 
Thrasher to Warp Graphics’ 
Elfquest: Jink. He has also done 
advertising work as well as his 
own self-published comic in his 
native home of Zurich, 
Switzerland. Be on the lookout for 
more work from this rising star! 


Mark Csaszar - Colorist 
An accomplished painter in his 
own right, Mark brought his con- 
siderable talent to Armada and 


series. His vibrant and bold colors 
Nave appeared 10 ce, 
Ce 
ae 

Often, Pencillers and Inkers on 
Mark’s books have been asked not 
to detail skys, clouds, mountains 
and the like, simply because of our 
confidence in his abilities. As 
proud as we are of Jedit Ojanen, 
there is a touch of sadness as this 
will be the last book to be painted 
by Mark Csaszar. We at Armada 
would like to thank Mark for all 
his patience, hard work, and dili- 
gence, and for producing such 
beautiful work in this and many of 
our Magic: The Gathering comics. 


icy Manipulator and Royal 
Assassin 

Mark Csaszar’s farewell to 
Magic fans everywhere features a 
rendition of one of the most 
famous Magic: The Gathering 
combinations features a rogue 
70 3-25 wielding the for 
midabie (cy Map 2 [he 
Royal Assassin is a 1/1 Black crea- 
ture that costs 1 mana of any color 
and 2 black mana to cast. 
However, it has a special fast effect 
which allows it to tap and instant- 
ly destroy any tapped creature. 
Obviously, it is a very powerful 
card by itself! Now, combine that 
with the Icy Manipulator, an arti- 
fact that costs 4 mana of any color 
to cast with a fast effect that for | 
mana, taps any one land, creature, 
or artifact. Are you getting the pic- 
ture? Icy Manipulator taps...Royal 
Assassin destroys any tapped 
creature? Can you say, “OUCH?” 
Kudos, Mark! 


defined the look of our Magic 
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Hello once again, planeswalkers! This is Shawn F. 
arnes again, one of the tried and tested rules gurus 
for Magic: the Gathering here at Wizards of the Coast. 
This time around, we get to witness the climatic clash 


issue of the Jedit Ojanen miniseries. Jedit, Johan, and 
a couple of other characters in this issue (as well as 
_the last) are cards from Legends, the third expansion 
for the Magic: the Gathering trading card game. As 


action and how it relates to the game, as well as pro- 


So, without further delay, back to Efrava! 

The action picks up right where it left off—Jedit is 
staring down at three vicious §¢) | 3 ata) 
(also from Legends). These red creatures are 3/3, pro- 
tection from red, and gain +1/+1 if your opponent 
controls any white cards. Their casting cost is four 
mana of any color and one red mana. Technically, 
Jedit is a white creature (white is part of his casting 
cost), so that would make all four Beasts 4/4 crea- 
tures! Jedit has his hands full, but as any true leg- 


endary figure would, defeats the Beasts. In the game, _ 


Jedit would definitely need some assistance, but if he 
took them on one after the other and each one was 
fought in separate rounds, he would have recovered 
any damage he took. 

After he finishes off the Beasts and gets his Wounds 
tended to, he then convinces the mercenaries to head 
back to Efrava to prepare for Johan’s assault upon his 
people. He has an interesting strategy to defeat 
Johan’s massive armada, wouldn't you say? 
Catapulting meat onto the ships may have seemed 
silly at first, but Johan realized a little too late what 
the end result would be. Jedit, in essence, manufac- 
tured asort of © against Johan. Those Sandworms 
made a dash for the meat, and Johan’s ships were 
right in the way! Make a note, however, that the tactic 


isn’t quite like the spell Lure, which is a green spell _ 


that you place on a creature, and creatures that can 
block this creature must do so. Still, it’s a neat trick. 

_ There is an interesting subtext to Kenn Bell's 
story—one that we've seen in different ways in many 
of the Armada Magic comics—and it’s one that rings 
true in all great fantasy adventure. Jedit Ojanen is a 


youth on the road to adulthood. The cost of his cross-_ 


ing that threshold is a part of his naiveté and inno- 
cence. Our “Cat Boy” could have very easily become 
cynical and downright ornery, but he didn't. Like 
Jared Carthalion in the Shadow (a-2 and Vayiarer 


_ between )ecit and Jolie, as chronicled in the second 


always, I’m here to call the shots with respect to the _ 


_ vide some color commentary on all things magical. _ 


miniseries, Jedit Ojanen holds on to the exuberance 
and innocence of his boyhood despite facing over- 
whelming opposition. His willingness to join forces 


In a way, the same can be said for Jedit’s home, 
Efrava. In a series of events very similar to cultures 
and societies throughout our history, we see how the 
Cat People of Efrava are confronted with the reality 


that they’re not alone in the world, and how they 


must deal with this shattered innocence. The story of 
how these people became ©) V/2rriors is, unfortu- 
nately a sad one. Jedit’s sacrifice in leaving them in 
the end might extend their isolation for a few precious 


moments longer, but in the long run, they will have to _ 


deal with Palmyra, Tirras, Bryce and the rest of 
Dominaria. Hopefully, theyll hold onto the elements 


that made them special as a culture, the same way 


Jedit did as a legend. 


_The final battle between the Cat Warriors and 


Johan’s armada had a surprise in there as well, 
wouldn’t you say? The S2n« “.rriors came to the Cat 
Warriors rescue with the aid of some serious uses of 
the spell invisioi ity. Invisibility is a common blue 
creature enchantment from the original set of Magic 
that makes a creature blockable only by walls. It costs 
two blue mana. If you can pick up some of these, 
you're pretty lucky—they were discontinued when 
Revised (3rd Edition) came out. 


Here is a great trick when using Invisibility: try _ 
casting it on a Juggernaut. A Juggernaut, as some of - 
you may know, is a 3/3 artifact creature that cannot 


be blocked by walls. Even though it must attack every 


round if possible, it’s a bargain at four colorless mana © 
to summon. Combine it with Invisibility and you _ 


have a creature that simply cannot be blocked! This 
could prove tobe a game winning combo! = 
Well, I think it would be a safe bet to see some more 


of the characters from the expansion Legends to _ 
appear in comics—they make for a great stories! 


(Check out the two-issue Elder Dragos miniseries or 


“fhe Fallen Angel and Dakkon Blackblade prestige © 


format comics, if you have the slightest doubt!) The 


_vast chronology of the Magic: the Gathering universe 


covers over 5,000 years of events and happenings, so 
it's a safe bet that they're be legendary figures like 


_ Jedit Ojanen through them all! 


Until next time, may the power of Legends be 
yours. 
Shawn 


with allies, and convince various factions tohelp him __ 
(even those of disparate colors) makes him a winner. _ 
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DAKKON BLACKBLADE 

A MAGIC: THE GATHERING LE 
By Jerry Prosser, Steve Cana 
Rags Morales, Barbara Kaarlbe 


Includes a free “Dakkon Black 
Chronicles/Legends car 


A fantastic evil is corrupting 
and only one man can stop it i 
the annals of Magic: The Gather 
greatest warrior ever to walk the we 


1996 one-shot are the creation 
Chasm, and the origin of the very 
name Carthalion! 


Answering the summons of a despe 
Dakkon Blackblade slowly realizes that 
is responsible for the corruption of 
In the process, Blackblade spearheai 
the face of a continent! Non-stop ai 

) Morales, Jerry 
Prosser, and full, computer generat 
ing an extra-length Seer Analysi: 
play-by-play of the Magic cards. 
used in the book. 
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LEGEND OF THE FALLEN ANGEL 
ON THE WORLD OF MAGIC; THE GATHERING a 


by Nancy Collins and Richard Kane Ferguson with 

Cover by Clyde Cauldwell 

Includes a free, rare “Fallen Angel” Magic: ae Gathering 
Chronicles card. 


Presenting the origin of one of the most powerful characters 
from the Magic: dus Sault seis 24pauisiu au! i 


foulest of wizards. Trine’ 

vengeance, and redempti 

of prehistoric Dominaria — and culminates in a co 
tion between the Fallen Angel and he 


| This prestige farm 

p author, Nancy 

Wizards of the Coast's wuss! nontitar: aaa ic 
Fale 


Taking evil to all-new heights; he Wyrm fies almost 200 new cards ‘i use with RAGE, but with a unique 
twist. These cards allow you toi ay Wyrm packs a inst ( Gaia's packs of Garou. Band toge he Black Spiral 
Dancers, Pentex First Teams, 5 ns ar thepiti 
save the Earth. Not for babies, whiner of wuss 
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Rage and The Wyrm are trademarks of White Wolf Inc.,1995, The Werewolf: The Apocalypse 


Collectible Trading Card Game 


h the fury of the 
force blast! 


cape Spirit Knight's” 
vengéance: Teleport! 
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THE VIDEO GAME 


Infinite powers are yours, but use them at the cost of your soul!;As Spawn, you are 
the pawn/in an endless battle between the Mad One” and the Lord: of Darkness! Your 


Rooftop vengeance! 
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